


























での＜ゲーミング & シミュレーション gaming & 
simulation ＞と＜エンターテインメント・エデュケー
ション entertainment education ＞、1990 年代の＜
エデュテインメント edutainment ＞、2000 年代の＜
































の言葉はウォルト · ディズニーが 1945 年にアニメと実
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Possibility of Gamification as a Learning Tool
Shuichi Sugitani
＜Abstract＞
     Among attempts to utilize games for learning and education, gamification is one of the most 
recent concepts. The feature of gamification are to utilize the mechanism of the game to achieve 
the goal and to encourage the motivation of the participants. In some cases, self-contained game 
packages such as analog games and digital games are used, but cases of gamified activity are also 
included.
     Utilizing gamification for education has characteristics different from those for business plans. It 
is necessary to distinguish between gamification within the educational organization and gamification 
outside the organization. Inside the organization there are cases where typical gamification facilitates 
specific activity goals and cases where gamification doesn’t work effectively because of vague 
evaluation standards. A great deal of thought should be given to those two characteristics of internal 
gamification for education
     External gamification covers unspecified people such as families and communities, so it is difficult 
to share the same values and activity goals with all. The mechanism that feeds back the result of 
actions is also different from the case of internal gamification. On the other hand, we can apply 
external gamification to children’s activities. Their living environment has spread over a wide area 
that includes schools, and games that encourage spontaneous activities throughout their lives are 
required. For this purpose, gamification should not be a "closed game" where participants stay within 
the game. "Open games" must be considered which have a mechanism to expand options outside of 
the game by voluntary engagement in activities within the game.
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